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I'Aquxrta. recreative del tipo oue comprende una pluralidad dc tnr::?oros ; 
portadores de fprafisaos capacos de estableccr ntiltiples con'oinp.ciones, | 
Guscentibles de premio. i 

Consta de una pantalla ore incorpora una pluralidad de indicadores. i 
port adores de crafisraos que reflejan escalonndanenre Iog diferentcs \alo-i 
res de los premioe obtenibles; de un circuito auxiliar oue a trav^s de | 
Ion correspohdientes p>ilsadores de accionaniento, v ante el re^ristro po-^ f 
p::rte del circuito de una situaci6n de prenio* posibilita la variaci6n " I 
hcoin nas o hacia menoo, en orden a auraentar cl volor del premio:y de ur i 
ihdica'or auxiliar informotivo del resultado adoptado por el circuito atH 
xiliar* ( 
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fZKOHiA DESCEIFTIVA , 
La present* invencior. sc refiere, sepin se expresa en el 

eniinciado de esta aerooria descriptiva, a una maquina recreati- 

va que ha sido sensibleraenta perfeccionada can orden a potenciar 

8U8 caracterfaticas funcionales* 

La niquina que la invenciin propone es del tipo de laa que 

incorparan un j«go de tanborea, o tanbores aimulados, portadores 

de 8£mbolo8 capaces de establecer diferentes coobinaciones, sub*--- 

• 

ceptiblea de pre«io« • 

&) eetas maquinas, codo ea sabido, al intrpducir una moneda 
6e ponen en funcionamiento los citados ••tambores", y bu parada../. 
detercnina una coobinaci&i, prestablecida en el prograna de goUax^o 
de la maquina, erlstiendo respectivoo pulaadorea para la parada.|d^ 
lo8 taBbores, aunqxie realnente tales pulsadores no incaden en/l^ft : 
caabinaeion final* 

Lob perfeccionamientos que la invencion propone estan orien- 
tados hacis uria "prolongacion" en el juego, ccn una aayor partici- 
pacion par parte del Jugador. 

En eate eentido la maquina incorpora en eu pantalla, adeoaa 
de lor indioadorea convenoi wiales correspondientea a laa poaiblea 
ooobJ .'scionea c<m prmio, otra eerie de indioadorea correspondien- 
tes a los diferjntes valores relatives a los diversos premios, de 
nanera que cuando se consigue una combinscion preniada^ ae ilumina 
el indicador correspond iente al valor obtenido. Un indicador con- 
plementariOy preferentemente provisto de los ai^ios * y -t se ilu- 
minara tambifa infomando al jugador de que, a partix del preaio 
obtenido, pmde intentar aumcntarlOt ccn el riesgo de que cste dis- 
minuya, mediante el accionamiento de un pulsador auxiliar. Obvia- 
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ocrite esta pocibilidad solo seri ofrccida por Ja maquina cu£indo 

si premio obtcnido no sea Ifmite, ez decir, cuiindo no se trate 

del preolo maxiBO hi de3 preaio minino. 

El accionaaicnto de tal pulsador trae cohsigo la puesia en 

5 funclonamiento de un circuito auxiliar existente en el prograaa ^ 

de la maquinat de aanera que el premio inicialaente obtenido pue-^* 

de pasar al valor inBEdlataoentc superior o al valor ininediatanen- 

te inferior, reflejanioae «ete reeultado en el correepondienttf •ln«- 

dioadcr y auainiatrando la maquina el premio remltante. 

10 Bxiete tanMin im circuito tenporixador, de manera que la 

situaci&n de ji^ada complenentaria ae nantiene durante un perlodo 

preetablecido, transourrido el cual se elimina tal posibilidad.^^- 

• • • • 

la ttaquina suministra el premio obtcnido originalaentc. \^\: 
Exiate ademas una segunda jugada ^uxiiiar, para lo cual l^*.* 
15 maquina incorpora en sub "tambores", adeoas de los notivos o gra- 

fiBBiOB con Ice que se consigue xc combinacion, respectivos nunuros 
ouyo sumatorio ae transforaa en el numero de avances a sumanistrar 
a un tablcro de j*.»go auxiliar establecido en la propia pantalla 
de la maquina. 

20 Eeta jx^&da auxiliar, que tan solo sera factible cuando la 

combinaci5n obtcnida en los "tambores'' no se corresponde a un pre- 
mio directo, y que tampoco eera siempre, es decir que la maquina 
ofrecfera tal jugada auxiliar. tan solo cuando el porcentaje de re- 
pauda^fa lo peimita de acuerdo con los coeficientes de premio© 

25 pr<«rafl*dos y prestablecidos, supwie un nuiaero de avances, equiva- 

lente al sumatorio anterionnente citado, en el tablero auxiliar, 
de manera que en tal tablero se establecen una eerie de slmbolos 
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con diferentes valoracioncs, y el ju6&=or podra obtencr un pre- 
n:io cocplenen^ario en funcior. ce la situacion correspondicate ai 

susatorio ^« avancos, 

Le fopoa ois concreta en dlcbo tablero auxiliar Be establee* 
una Dumeracian oorrelatlva, correspondiente a los diferentes avan- 
cos, exietiendo almboloo carentes de preaio, otroa almbjloa qiTtf.a. 
Bu vez suponm ibIs avances, elmboloa que dan premios diTaetos o in- 
directoa, especfficanente vaiaadoB» y preoioa Borpresa cuyo val« 
no aparece «f3e jado en pantalla y aeri deterainado por la maSuiaa. 
tanbien en f\iasi^ de la programaci on walitada al efecto. 

Para complsntar la desciipcifc que aeguidaaente ae va a rei4i- 
zar 7 para llegar a una mejor comprensian de laa caracterlatipap.. 
del invento, ae acompan* a la presente nemorie deacriptiva, ep»p.^ 
parte in-.egrante de la miaoa, de una hoja finica de planoa en jV que 
con caricter lluitratlvo y no limitative y en su uniea f iguraV ae 
ha repreaentado una viata parcial on alzado frontal de una maquina 
recreativa realizada de acuerdo con Ioe perfecci onamient os objeto de 

la presente invencion. 

A la viata de esta fi«ura puede observarse cobo la maquina re- 
ereativa que la invencifin propone incorpora una eerie de "tamborea" 
1 portadores cada uno de ellos de una plural id ad de alcbelos, capa- 
ces de establecer diferentes combinacidnes susceptibles de premio, 
estande cade uno de tales tambwea 1 asistido por el correspondiente 
pulsador 2 para efeetuar su aupueata parada. a la vez que un pulsador 
3 eata-lece la pueata en funcianamiento de dicbos tanbores 1 , traa 
la introduccion de la correspcndiente moneda. 

En la pantalla de la maquina eristira, como es convencional, 
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una serie de indicaiares 4 relativoc a las difcrentes conbinacio- 
ncs susceptibles de preoio y a los respectivoa preaios. 

A partir de esta estruc turacion convenci cnal , los perfecciona- 
mientos zie la invencion propone se centran en la ezistencia ademas, 
en la pantalla de la maquina^ de otra eerie de indicadore& en los 
que apaxecen re&pectivos valares 6 correspondientes a Iol difercfitds 
preaios obteniblsa por el jugsdory de manera qve se establece una 
escala prc^resiva desde el valor minibio basta el valor mazimo.«»£ft 
el ejemplo repreaentado en la figiira, tales val ores son de 25^^0j^15" 
125-175-250-350-500, pero obvianente estos valores pueden variar 
sin limit aci£n alguna* 

Cada ^o de estos indicadores 5 esta asistido por \m pilata*lu- 

nin i scent e y« cum do en los taiabores 1 se consigue una conbinacioA 

• • • • . 

preaiaday se enciende el piloto correspondiente al indieador ^ del 
val ccr obteni do • 

SiiDultaneafflente se activa otro indieador 7 que inforoa al ju^a- 
dor sobre la posibilidad de reallzar una priinera jugada auxiliar, 
consistentey como anterionaente se ha dicbo, en auccntar el valor del 
prenio obtenido, en im e8cal6n9 con el rieago de disminuirlo tanbiih 
en un escalon* 

Para ello exists otro pulsadcr 8 con el que se lleva a cabo tal 
jugada auxiliary ezistiendo un indieador 9f con Ics simbolos 4-1 y -1 » 
iluminandose en cada caso el slmbolo correGpondiente al resultado de 
tal jugada auxiliary suminis trando segu id amenta la maquina el preoio 
conseguido en fuacion de la misiDa* 

Esta ji^gada auzillar es opcimal de manera que, tras la ilunina- 
ci6n del indieador 7? y tras un tieopo prestablecido , si el ji^ador 
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no ha Bctuado sobre el pulsador 8» 3 raquina suninistra diricta- 
vente el prenio obtenido en la ."'ugada principal. 

Los resultados de esta ju£:ada auxfliar no eon aleatorios, eino 
que el aumento o la diBDinucion del premio original ee encontrari 
debidaoente pregramadoy en orden a que la naquina suninistre en todo 
mratento el porcmtaje de premios prestablecido, con respecto a 
recaudaci£n* 

La maqulna oTrece adenas ma segunda jugada auxiliary pax^&JTo 

cual IcB propioe tsaabores 1» ademas de loe motlvos oonvencianaleB^ 

inccrporen respectivoa nuxaeros 10* Cuando la combinaci on obtenida 

en loB taaborea 1 no tiene premio directo, y tambiln a travee ^de]r^ 

circuito de prograaacion de la maquinat se efectua el sumatorio^^de 

• • • * 

loc citados nui&ero 10 y tal suznatorio ae transforma en un nunerp ^de 

• » • 

"avancea** sxuniriatradoa a xm tablero auxiliar 11 exlstente en ^la « 
pant alia de la n&qulna y pref eren -emente confi£\xrado se£:un \jn labe- 
rir.to. 

En dicbo laberlnto se establece una alineacion de sicbolos 12 
debidaoente crdeaado, que en el ejaplo de realizacion elccido eon 
33y pero cuyo nu»ero puede v&riar sin lloiti^cion alrv;na, estondo 
tales siabolos debidaaente niunerados p^ra establcccr cl orden de 
''avanoe" y correapendiendo a cada uno de ellos un valor d if e rente. 

£n este aentido ezisten sfobolos coqo 1o3 referenei ados con 12, 
carentes de valcr, ezisten otros sinbolcc codo los referenciados cor 
13 que deteminaa un premio dirccto, concretaaente en el ejemplo de 
realisacidn ele^jdo de 23^ 2^ y ^0 pts., ezieten otroa sfobolos^ 
cone ret amente loa referenciados con 14 » que suponen un numero conple- 
cents^o de avances, numen que aparece reflejado en loa niismoBt 
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existcn tcrbien Bamtolos -uc detcrcinar. ur. salto er. labcrirto, 
rer2e:-£do por las Heches 1?, existen otror sicbolos, uj=:o lor 
referenciadoB con 16, correcponden cor. Icc grafiscoc exis- 

tentcB en loa taaborer 1 y cuyo alcanco deteraina la conbiraci on 
en dichos tamboree a base do el aimbolo 16, lo que supone un pre- 
mio que puede eer ctotenido de foma directa pero que adenas pcrnitij 
realiaar la primera jue&da auadliar a mas-menos a trav6s de los in- 
dicadaroB 5 y nnalmente exiaten otros sfmboloe. Ice referenciedog^ 
con 17 que taabife deteminan un nunero coDplenertapio de avane^su 
pero con la parti eulari dad de que tal numero no ©sta prefijadb en la 
pantalla y en el participa, al oenoB aparenteoente, el jueadar. En 
relacion con estos sfaboloB 17, en la zona eujarior del tabiero dfi 
j\«go auxiliar 11, ae eatable ce una alineacicn de elmboloe 16 cjurf 
se Uuninan secucncialmcnte cuando loe avances alcenzan uno device 
Bimbolos 17 y cuya parsda es controlada par el jugador a travcs'cfel 
pulsador 1S. En funci8n del simbolo 16 sobrc el que consica tal 
parada, ae efectuara par parte de la oaquina 1& contabilizacifc de 
los m«vos "avances". ExiBte tambifo en el tab^ero auxiliar 11, uno 
o mas efobolos 20 correspond ientca a premioe misteriosos, que la ma- 
quina suniniBtra de acuerdo con su programaci on y que no bb refle- 
jan en pantalla* 

Esta segunda jugada auxiliar de la maquina se ofrecera al prin^ 
cipio al jugadpr cuando la combir.acion establecida en 3 06 taoborcs 
11 no Be corresponda a un premio directo, y no Biempre, siendo ofre- 
cida tan solo cuanio el estado de recaudacidn de la maquina lo pennita. 
De identic a manera, en funcion de tal estado los avances obtenidoe 
en el tablero auxiliar 11 serin acumulativoa de una a otra jueada, 
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o bien re ar.ulerar tras cada jurada. 

Kerc-ce ta^biin esj^ecicl mencion el hecho de que los sicLo- 
lod 12 mencionedos con an^erio^ldad cobo carentes de valor, aon 
transfomables en avances de los taoborca 1, por parte del jura- 
dor, Dediante el occionaoiento de Iob puleadoree 2, tn este sen- 
tido y partiendo de la repreoentacifin de la figura, en la que "sq-. 
bre los tamborea 1 aparacen viaibles los numeros cuatro, uno y dos, 

el sumatorio de estoa nimeros es siete y, tal numero de avanceo qh 

• • • * • 

el tablero auxiliar 11 detennina xm almbolo del iipo de los rcfcT^n- 

I " • 

ciadoB con 12* 

Estos siete avances pxieden eer auministradoa a vno o nas de 

los tanbores 1 a traves de los pulsadorea 2, con lo que se laodi-^ 

ficarfi la conbitacifin reatultante y ee podri llegar a ur.a a la^gife 

• • • . 

corresponda ub premio. . ^ 

En cualquier caso se consigue xanr consider&Me potei.ciacion* 

del atractlvo de la maquina por cuante que existe una mayor parti • 

cipacion por parte del jx-^ador en el deaarrollo del jueco. 

reserito el objeio del presente Kodelo de Utilidad y bus dis- 

tlntaa partes, se declara que lo que constituye la esencialidad del 

nisoo ea lo que se concreta en las aiguientect 
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R E I V I H D I C A C I 0 N £ S 

• • • 
• ♦ , . 

MAQUINA RECREATIVA PERPECCIONADA, que Slchdo 
del tipo de las que se constituyen nediante una pliirali- 

5 dad de "tambores" port adores de grariamoscapaces.de es- 

tablecer multiples combinaciones, susceptibles de* pVemio, 

esencialmente se caracteriza porque su pantalla incor- 

pora una pluralidad de indicadoree, portadores de grafis- 

mos que reflejan escalonadamente los diferentes valt>res 

• • • • 

10 de los premios obtenibles» estableciendose en la clrcui- 
terla de control de la maquina un circuit o auxiliar que, 
a traves de correspondientes pulsadores de accionamiento» 
y ante el registro por parte de dicho circuito de una si- 
tuacion de premio, posibilita la variacion h^cia mas o 

1^ hacia menos, en uno o dos escalones, en orden a aumentar 
el valor del premio, a riesgo de que este pueda disminuir 
con la parti cularidad de que la maquina incorpora un in- 
dicador auxiliar informativo de tal posibilidad, asi como 

un segundo indicador auxiliar indicativo del resulted© 
20 determinado por dicho circuito auxiliar-, tras el accio- 
namiento del o los correspondientes pulsadores. 

2.- rUQUTNA RECREATIVA PERPECCIONADA » segun rei- 
vindicacion 1, caracterizeda porque los tambores incorpo- 

ran» ademas de los grafismos combinatorics convenciona 
les numeros complementarios asistidos por un circuito 
sumatorio que, ante una combinacion no premiada, con- 
vi.-»rta dicho sumatorio en un trisn de impulses suministra- 
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do a us "laberinto" establecido en un tablero de Juego 

• ■ * » 
■ • 

auxiliary determinando "avarices" sobre dicho laberlnto 
con la particularidad de que en este ultimo ae esf^le- 
cen preoiios complementarios a traves de los citados avan- 
5 ces# 

5*- MAQUINA RECREATIVA PERFECCIONADA, aeguri-rei- 
vindicaciones antcriores, caracterizada porque en el ci- 
tado laberlnto se establecen posiciones en las que se 
activa directamente el contador de monedas de la'naqaina, 
10 para el suministro directb de premios, posiciones en las 

que se habilitan los puleadores de accionamiento <ie. los 

• ■ ■ 

tambores de la maquina, para variar la combinacion ob- 
tenida 7 posiciones, cotDplementarias de lae anteriores, 
que resultan inoperantes. 
15 MAQUINA HECREATIVA PERFECCIONACA, segun rei- 

vindicaciones anteriores, caracterizada porque en el 
citado laberlnto se establecen interconexiones determi- 
nantes de "saltos" en el oismo al establecerse el acceso 
a deterainadas zonas del mismo. 
20 5.- MAQUINA HECREATIVA FERFECCIONADA, segun rei- 

vindicaciones anterioresy caracterizada porque en el la- 
berlnto se establece una alineacion serie de motives, 
que se iluminan secuencialmente, habiendose previsto 
que dicha iluminacion secuencial sea intorrumpida con 
25 la colaboracion de un pulsador de bloqueo que fija el 

valor de uno de tales motives j que define un numero de 
avances complementarios en el laberlnto. 
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C- MAQUINA RECREATIVA PERFECCIONADA» scgun gueda 

descrito y reivindicado en la presente memoria, 49^ cons 

* - • 

ta de once hojas tbdas ellaa escritas a aiaquina pbV 'una 

sola de sus caras y se representa en los dibujos que se 

• • • 

3 acompanan. ; , 

Madrid, 21 de junio 1.983 
JULIO HERREHO. **•* 
0 p.p. 
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(54) 

Improved gaining machine. 

Fig. 1 

5{illegible]69I6 

(57) 

Gaming machine of the type which includes a multiplicity of drums carrying icons capable of 
establishing multiple prize-winning combinations. 

It consists of a screen which incorporated a multitude of displays carrying icons which reflect the 
stages, of the values of the different prize levels obtainable; with an auxiliary circuit which through the 
corresponding action push-buttons, and before the registration by the circuit of a prize-winning situation, 
makes a variation possible either upwards or downwards, so as to increase the prize value; and to display 
or report on the result adopted by the auxiliary circuit. 
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DESCRIPTIVE NOTE 

This invention, as is stated in the abstract of this descriptive note, refers to a gaming machine 
which has been significantly improved in order to make its features more powerful. 

The machine which the invention proposes is one of the type which incorporates a set of drums, 
or simulated drums, carrying symbols capable of establishing different prize-winning combinations. 

As is known, upon introducing a coin into the slot of these machines, the drums are set in motion, 
and their stopping detennines a combination, pre-established in the machine control program, where 
respective push-buttons exist for stopping the drums, even though such push buttons do not have any 
effect on the final combination. 

The improvement proposed by the invention is directed towards the "prolonging" of the game, 
with a greater participation by the player. . 

In this sense the machine incorporates on its screen, in addition to the conventional displays 
corresponding to the possible prize combinations, another series of displays corresponding to the 
different values pertaining to the various prizes, so that when a prize-winning combination is indicated, 
the display lights up corresponding to the value obtained. A complementary display, preferably provided 
with the signs + and will also light up reporting to the players, that starting from the prize already 
obtained, he can attempt to increase it with the risk that it decreases, via the action of an auxiliary push 
button. 
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Obviously this possibility will only be offered by the machine when the prize obtained is not a limiting 
one, thai is to say» when it involves neither the maximum nor the minimum prize. 

The action of such a push button after an auxiliary circuit in the machitie's program is activated 
by pushing it» so that the prize initially obtained can move to the value immediately higher or lower, with 
this result reflected in the corresponding display and the machine supplying the corresponding prize. 

There also exists a timing circuit, so that the complementary play situation is maintained during a 
pre-established period, after which this possibility is eliminated and the machine supplies the prize 
originally obtained. 

There exists furthermore a second auxiliary play, by which the machine incorporates in its 
"drums" respective numbers, in addition to the motions or icons with which the combination is obtained, 
where their sum is transformed into the number of advances and feeds an auxiliary gaming panel 
established on the screen of the machine itself 

This auxiliary play, which will only be feasible when the combination obtained on the "drums" 
does not correspond to a direct prize, and shall not always be so, that is to say that the machine shall offer 
such an auxiliary play, only when the percentage of the taikings so permits and, according to the 
coefficients of the programmed and pre-established prizes, supposes a number of advances, equivalent to 
the previously cited sum, on the auxiliary panel, so that a series of symbols is established on such a panel 



ANCHOR 16178 



with different values, and the player may obtain a complementary prize as a function of the situation 
corresponding to the sum of the advances. 

In a more defmitive manner a related numbering is established on said auxiliary panel, 
corresponding to the various advances, with symbols lacking prizes, other symbols which in turn suppose 
more advances, symbols which yield direct or indirect prizes, of specific value, and mystery prizes where 
their value is not reflected on the screen and will be determined by the machine also as a function of the 
programming performed for the purpose. 

In order to complement the description which shall be realized below and in order to reach a 
better understanding of the features of the invention, a single sheet of plans shall be attached to this 
descriptive note, as an integral part thereof, in which in its sole figure with an illustrative and unrestricted 
nature, has been represented a partial front facial view of a gaming machine, realized according to the 
improvements which are the objective of this invention. 

From the view of this figure may be seen how the gaming machine that the invention proposes 
incorporates a series of "drums" 1, each one carrying a multitude of symbols, capable of establishing 
different prize-winning co'mbinations, where each one of said drums 1 is served by the corresponding 
push button 2 to perform its presumed stop, at the same time as a push button 3 establishes the start up of 
said drums, after the introduction of the corresponding coin. 

On the machine's screen shall exist, as is customary, 
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a series of displays 4 relative to the different prize-winning combinations and to the respective prizes. 

Starting from this conventional structuring, the improvements that the invention proposes also 
center on the existence upon the machine's scrieen of another series of displays S, in which appear the 
respective values 6 corresponding to the different prizes obtainable by the player, so that a progressive 
scale from the minimum to the maximum value is established. In the example represented in the figure, 
said values are 25-50-75-125-175-250-350-500, but clearly these values can vary without any limit. 

Each one of these displays 5 is served by a pilot lamp and, when the drums I attain a prize 
combination, the pilot light illuminates corresponding to the indicator 5 of the value obtained. 

Simultaneously other display is activated 7 which reports to the player on the possibility of 
making a first auxiliary play, consisting, as stated previously, in increasing the value of the prize 
obtained, in steps, with the risk of decreasing it by one step also. 

For that another push button 8 exists with which the auxiliary play is carried out, with a display 
9, with the symbols +1 and -1 lighting up the symbols in each case corresponding to the resuh of the 
auxiliary play, with the machine thereafter supplying the prize obtained based upon the play. 

This auxiliary play is optional, so that, after the illumination of the display 7, and after a pre- 
established time, if the player 
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has not acted on key 8. the machine will supply directly the prize obtained in the main play. 

The results of this auxiliary play are not random rather the increase or the reduction of the 
original prize will be found as properly programmed, so that machine at all times supplies the percentage 
of the pre-established prize with regard to the takings. 

The machine further offers a second auxiliary prize, for which the drums 1 themselves, in 
addition to the customary motions, incorporate respective numbers 10. When the combination obtained in 
the drums 1 does not have a direct prize, and also through the programming circuit of the machine, the 
sum is performed of the cited number 10 and such sum is transformed into a number of "advances" 
supplied to an auxiliary panel 1 1 existing on the machine's screen and preferably configured according to 
a labyrinth. 

In said labyrinth an alignment of symbols 12 is established in proper order, which are 35 in 
number in the realization example chosen, but where their number can vary without any limitation and 
such symbols are duly numbered to establish the order of "advances" with each one corresponding to a 
different value. 

In this sense symbols exist such as those referenced as 12, which are without value, other 
symbols exist such as those referenced with 13 which determine a direct prize, specifically in the 
realization example chosen of 25, 250, and 500 pts, other symbols exist, specifically those referenced as 
14, which suppose a complementary number of advances, a number which appears reflected therein, 
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symbols also exist which detennine a skip in the labyrinth, reflected by the arrow 15, other symbols exist, 
such as those referenced with 16, which do not correspond with the existing icons on the drums 
1 and where their range determines the combination on said drums based on the symbol 16, which 
supposes a prize which may be obtained directly but which in addition permits making the first auxiliary 
play for more or less through the displays 5 and finally other symbols exist, those referenced with 1 7 
which also determine a complimentary number of advances but with the specificity that such a number is 
not preset on the screen, and the player, at least apparently, participates in that. In regard to these 
symbols 17, in the upper zone of the auxiliary playing panel, a symbol alignment is established which 
illuminates sequentially when the advances reach one of the symbols 17 and where its halting is 
controlled by the player through push button 15. As a function of the symbol 18 on which such a halt is 
achieved, the accounting of the new **advances" shall be performed by the machine. There also exists in 
the auxiliary switchboard 1 1, one or more symbols 20 correspond to the mystery prizes, which the 
machine shall supply according to its programming and which are not reflected on the screen. 

This second auxiliary play of the machine shall be offered in principle to the player when the 
combination established on the drums 1 1 does not correspond to a direct prize, and not always, it being 
offered only when the status of the machine's takings so permit. In an identical fashion, as a function of 
such state of "advances" obtained on the auxiliary keyboard 1 1 will be accumulated from one play to 
another. 
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or alternatively will be cancelled after each play. 

The fact deserves special mention that the symbols 12 mentioned previously as without a value, 
may be transformed into advances of the drums 1 , by the player, via the action of the push buttons 2. In 
this sense and starting from the representation of the figure, in which above the drums 1 , the numbers 
four» one and two appear visible, the sum of these number is seven and such a number of advances on the 
auxiliary panel 1 1 determines a symbol of the type referenced as 12. 

These seven advances may be supplied to one or more of the drums 1 through the push buttons 2, 
with which the resulting combination will be modified and may reach one which corresponds to a prize. 

In any case a considerable enhancement is achieved in the machine's attractiveness, therefore 
there exists a greater participation by the player in the game*s progress. 

Having described the object of this Utility Model and its different parts, it is stated what 
constitutes the essence thereof is determined by the following; 
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CLAIMS 



1 IMPROVED GAMING MACHINE, which is of the type formed by a multiplicity of "drums'* 
carrying icons which are capable of establishing multiple prize-winning combinations, essentially 
characterized in that its screen incorporates a multitude of indicators, carrying icons which reflect the 
stages of the different prize levels obtainable, and establishes in the control circuits of the machine an 
auxiliary circuit that, through its corresponding activation push-buttons, and before the registration by 
said circuit of a prize situation, it makes possible the variation upwards or downwards, by one or two 
steps, in order to increase the prize value^ at the risk that this may decrease with the specific feature that 
the machine incorporates an auxiliary display reporting on such a possibility, as well as a secondary 
auxiliary display of the result determined by said auxiliary circuit, followmg the action of the push 
button(s). 

2 - IMPROVED GAMING MACHINE, according to claim 1, characterized in that because the 
drums incorporate, in addition to the combinatorial icons, conventional complementary numbers served 
by a summing circuit which, when a non-prize-winning combination is attained, converts said sum into a 
train of pulses fed to 
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a "labyrinth" on an auxiliary game panel, determining "advances" on said labyrinth with the specificity 
that the latter may establish complementary prizes through the cited advances. 

3 . - IMPROVED GAMING MACHINE, according to the previous claims, characterized in that 
the cited labyrinth establishes positions in which it acts directly on the coin meter of the machine, for the 
direct supply of prizes, in which positions the push buttons are enabled for acrivating the machine's 
drums, in order to vary the combination obtained and the positions, complementary to foregoing that turn 
out to be inoperative. 

4. - IMPROVED GAMING MACHINE, according to the previous claims characterized in that, 
the cited labyrinth establishes determined interconnections of "skips" within it. on establishing access to 

determined zones therein. 

5 . - IMPROVED GAMING MACHINE, according to previous claims, characterized because in 
the labyrinth a series of movement alignments are established, which illuminate sequentially without 
intemiption, with the assistance of a blocking push button that fixes the position value of one of such 
motion and defines a complementary number of advances in the labyrinth. 
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6 - IMPROVED GAMING MACHINE, as is described and claimed in this note, which consists 
of eleven sheets all of them typed on only one side and arc represented in the attached drawings. 



Madrid, June 21, 1983 
JULIO HERRERO. 
p.p. 
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(54) 

Improved gaming machine. 

Fig. 1 

5[illegible]6916 

(57) 

Gaming machine of the type which includes a multipHcity of drums carrying icons capable of 
establishing multiple prize-winning combinations. 

It consists of a screen which incorporated a multitude of displays carrying icons which reflect the 
stages, of the values of the different prize levels obtainable; with an auxiliary circuit which through the 
corresponding action push-buttons, and before the registration by the circuit of a prize-winning situation, 
makes a variation possible either upwards or downwards, so as to increase the prize value; and to display 
or report on the result adopted by the auxiliary circuit. 
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DESCRIPTIVF NOTF 

This invention, as is stated in the abstract of this descriptive note, refers to a gaming machine 
which has been significantly improved in order to make its features more powerful. 

The machine which the invention proposes is one of the type which incorporates a set of drums, 
or simulated drums, canying symbols capable of establishing different prize-winning combinations. 

As is known, upon introducing a coin into the slot of these machines, the drums are set in motion, 
and their stopping determines a combination, pre-established in the machine control program, where 
respective push-buttons exist for stopping the drums, even though such push buttons do not have any 
effect o n the final com bination. 

The improvement proposed by the invention is directed towards the "prolonging" of the game, 
with a greater participation by the player. 

In this sense the machine incorporates on its screen, in addition to the conventional displays 
corresponding to the possible prize combinations, another series of displays corresponding to the 
different values pertaining to the various prizes, so that when a prize-winning combination is indicated, 
the display lights up corresponding to the value obtained. A complementary display, preferably provided 
with the signs + and will also light up reporting to the players, that starting from the prize already 
obtained, he can attempt to increase it with the risk that it decreases, via the action of an auxiliary push 
button. 
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Obviously this possibility will only be offered by the machine when the prize obtained is not a limiting 
one, that is to say, when it involves neither the maximum nor the minimum prize. 

the action of such a push button after an auxiliary circuit in the machihe's program is activated 
by pushing it, so that the prize initially obtained can move to the value immediately higher or lower, with 
this result reflected in the corresponding display and the machine supplying the corresponding prize. 

There also exists a timing circuit, so that the complementary play situation is maintained during a 
pre-established period, after which this possibility is eliminated and the machine supplies the prize 
originally obtained. 

There exists ftirthermore a second auxiliary play, by which the machine incorporates in its 
--"drums" resp^ectiVWumb-e^^^^^ 
where their sum is transformed into the number of advances and feeds an auxiliary gaming panel 
established on the screen of the machine itself 

This auxiliary play, which will only be feasible when the combination obtained on the "drums" 
does not correspond to a direct prize, and shall not always be so. that is to say that the machine shall offer 
such an auxiliary play, only when the percentage of the takings so permits and, according to the 
coefficients of the programmed and pre-established prizes, supposes a number of advances, equivalent to 
the previously cited sum, on the auxiliary panel, so that a series of symbols is established on such a panel 
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with different values, and the player may obtain a complementary prize as a function of the situation 
corresponding to the sum_ of the advances. 

In a more definitive mamer a related numbering is established on said auxiliary panel, 
corresponding to the various advances, with symbols lacking prizes, other symbols which in turn suppose 
more advances, symbols which yield direct or indirect prizes, of specific value, and mystery prizes where 
their value is not reflected on the screen and will be determined by the machine also as a function of the 
programming performed for the purpose. 

In order to complement the description which shall be realized below and in order to reach a 
better understanding of the features of the invention, a single sheet of plans shall be attached to this 
"»riptTve~noterarin"iiifeg^^ 
nature, has been represented a partial front facial view of a gaming machine, realized according to the 
improvements which are the objective of this invention. 

From the view of this figure may be seen how the gaming machine that the invention proposes 
incorporates a series of "drums" 1, each one carrying a multitude of symbols, capable of establishing 
different prize-winning co^mbinations, where each one of said drums 1 is served by the corresponding 
push button 2 to perform its presumed stop, at the same time as a push button 3 establishes the start up of 
said drums, after the introduction of the corresponding coin. 

On the machine's screen shall exist; as is customary, 
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a series of displays 4 relative to the different prize-winning combinations and to the respective prizes. 

Starting from this conventional structuring, the improvements that the invention proposes also 
center on the existence upon the machine's screen of another series of displays 5, in which appear the 
respective values 6 corresponding to the different prizes obtainable by the player, so that a progressive 
scale from the minimum to the maximum value is established. In the example represented in the figure, 
said values are 25-50-75-125-175-250-350-500, but clearly these values can vary without any limit. 

Each one of these displays 5 is served by a pilot lamp and, when the drums 1 attain a prize 
combination, the pilot light illuminates corresponding to the indicator 5 of the value obtained. 

Simultaneously other display is activated 7 which reports to the player on the possibility of 
Inaldngrfifst auxiliary p 

obtained, in steps, with the risk of decreasing it by one step also. 

For that another push button 8 exists with which the auxiliary play is carried out, with a display 
9, with the symbols +1 and -1 lighting up the symbols in each case corresponding to the result of the 
auxiliary play, with the machine thereafter supplying the prize obtained based upon the play. 

This auxiliary play is optional, so that, after the illumination of the display 7, and after a pre- 
established time, if the player 
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has not acted on key 8, the machine will supply directly the prize obtained in the main play. 

The results of this auxiliary play are not random rather the increase or the reduction of the 
original prize will be found as properly programmed, so that machine at all times supplies the percentage 
of the pre-established prize with regard to the takings 

The machine further offers a second auxiliary prize, for which the drums 1 themselves, in 
addition to the customary motions, incorporate respective numbers 10. When the combination obtained in 
the drums 1 does not have a direct prize, and also through the programming circuit of the machine, the 
sum is performed of the cited number 10 and such sum is transformed into a number of "advances" 
supplied to an auxiliary panel 1 1 existing on the machine's screen and preferably configured according to 
"a labyrinthr " : — -., 

In said labyrinth an alignment of symbols 12 is established in proper order, which are 35 in 
number in the realization example chosen, but where their number can vary without any limitation and 
such symbols are duly numbered to establish the order of "advances" with each one corresponding to a 
different value. 

In this sense symbols exist such as those referenced as 12, which are without value, other 
symbols exist such as those referenced with 13 which determine a direct prize, specifically in the 
realization example chosen of 25, 250, and 500 pts, other symbols exist, specifically those referenced as 
14, which suppose a complementary number of advances, a number which appears reflected therein. 
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symbols also exist which determine a skip in the labyrinth, reflected by the arrow 15, 6ther symbols exist, 
such as those referenced with 16, which do not correspond with the existing icons on the drums 
1 and where their range determines the combination on said drums based on the symbol 1 6* which 
supposes a prize which may be obtained directly but which in addition permits making the first auxiliary 
play for more or less through the displays 5 and fmally other symbols exist, those referenced with 17 
which also determine a complimentary number of advances but with the specificity that such a number is 
not preset on the screen, and the player, at least apparently, participates in that. In regard to these 
symbols 17. in the upper zone of the auxiliary playing panel, a symbol alignment is established which 
illuminates sequentially when the advances reach one of the symbols 17 and where its halting is 
-coWollFd by-the playS-thf ^^^^ 

achieved, the accoimting of the new "advances" shall be performed by the machine. There also exists in 
the auxiliary switchboard 11, one or more symbols 20 correspond to the mystery prizes, which the 
machine shall supply according to its programming and which are not reflected on the screen. 

This second auxiliary play of the machine shall be offered in principle to the player >yhen the 
combination established on the drums 1 1 does not correspond to a direct prize, and not always, it being 
offered only when the status of the machine's takings so permit. In an identical fashion, as a function of 
such state of "advances" obtained on the auxiliary keyboard 1 1 will be accumulated from one play to 
ariother. 
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or alternatively will be cancelled after each play. 

The fact deserves special mention that the symbols 12 mentioned previously as without a value, 
may be transformed into advances of the drums 1, by the player, via the action of the push buttons 2. In 
this sense and starting from the representation of the figure, in which above the drums 1. the numbers 
four, one and two appear visible, the sum of these number is seven and such a number of advances on the 
auxiliary panel 1 1 determines a symbol of the type referenced as 1 2. 

These seven advances may be supplied to one or more of the drums 1 through the push buttons 2. 
with which the resulting combination will be modified and may reach one which corresponds to a prize. 

In any case a considerable enhancement is achieved in the machine's attractiveness, therefore 

"there exists a"^eater pTrticipatibH by the player iif the ganie's pfogfess. " ' ' ~ 

Having described the object ofthis Utility Model and its different parts, it is stated what 

constitutes the essence thereof is determined by the following: 
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CLAIMS 



1 . - IMPROVED GAMING MACHINE, which is of the type formed by a multiplicity of "drums" 
-tarrying icons which are capable of establishing multiple prize-winning combinations, essentially 

characterized in that its screen incorporates a multitude of indicators, carrying icons which reflect the 
stages of the different prize levels obtainable, and establishes in the control circuits of the machine an 
auxiliary circuit that, through its corresponding activation push-buttons, and before the registration by 
said circuit of a prize situation, it makes possible the variation upwards or downwards, by one or two 
steps, in order to increase the prize value, at the risk that this may decrease with the specific feature that 
—thelnachineincorporate^^ 

auxiliary display of the result determined by said auxiliary circuit, following the action of the push 

button(s). 

2. - IMPROVED GAMING MACHINE, according to claim 1 , characterized in that because the 
drums incorporate, in addition to the combinatorial icons, conventional complementary numbers served 
by a summing circuit which, when a non-prize-winning combination is attained, converts said sum into a 
train of pulses fed to 
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a "labyrinth" on an auxiliary game panel, detennining "advances" on said labyrinth with the specificity 
that the latter may establish complementary prizes through the cited advances. 

3 . - IMPROVED GAMING MACHINE, according to the previous claims, characterized in that 
the cited labyrinth establishes positions in which it acts directly on the coin meter of the machine, for the 
direct supply of prizes, in which positions the push buttons are enabled for activating the machine's 
drums, in order to vary the combination obtained and the positions, complementary to foregoing that turn 
out to be inoperative. 

4. - IMPROVED GAMING MACHINE, according to the previous claims characterized in that, 
the cited labyrinth establishes determined intereonnections of "skips" within it, on "tablishing access to 

determined zones therein. 

5. - IMPROVED GAMING MACHINE, according to previous claims, characterized because in 
the labyrinth a series of movement alignments are established, which illuminate sequentially without 
intenuptibn, with the assistance of a blockiiig push button that fixes the position value of one of such 
motion and defines a complementary number of advances in the labyrinth. 
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6 - IMPROVED GAMING MACHINE, as is described and claimed in this note, which consists 
of eleven sheets all of them typed on only one side and are represented in the attached drawings. 

^ Madrid, June 21, 1983 

JULIO HERRERO. 

PP- 
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